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WARNING: PLEASE CAREFULLY READ THE PRECAUTIONS BOOKLET INCLUDED 
WITH THIS PRODUCT BEFORE USING YOUR NINTENDO® HARDWARE SYSTEM, 
GAME PAK OR ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT SAFETY 


INFORMATION. 


IMPORTANT SAFETY INFORMATION - READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


AAWARNING - Seizures 


Some people (about 1 in 4000) may have seizures or black outs triggered by light flashes, such as while watching TV or 
playing video games, even if they have never had a seizure before. 


Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition should consult a 
doctor before playing a video game. 


Parents should watch when their children play video games. Stop playing and consult a doctor if you or your child have 
any of the following symptoms: 

Convulsions Eye or muscle twitching Loss of awareness 

Altered vision Involuntary movements Disorientation 


To reduce the likelihood of a seizure when playing video games: 
1. Sit or stand as far from the screen as possible. 
2. Play video games on the smallest available television screen. 
3. Do not play if you are tired or need sleep. 
4. Play in a well-lit room. 
5. Take a 10 to 15 minute break every hour. 


AAWARNING - Repetitive Motion Injuries 


Playing video games can make your muscles, joints or skin hurt after a few hours. Follow these instructions to avoid 
problems such as Tendonitis, Carpal Tunnel Syndrome or skin irritation: 
* Take a 10 to 15 minute break every hour, even if you don't think you need it. 
¢ If your hands, wrists or arms become tired or sore while playing, stop and 
rest them for several hours before playing again. 
¢ If you continue to have sore hands, wrists or arms during or after play, stop 
playing and see a doctor. 


AWWARNING - Battery Leakage 


Leakage of battery acid can cause personal injury as well as damage to your Game Boy. If battery leakage occurs, 
thoroughly wash the affected skin and clothes. Keep battery acid away from your eyes and mouth. Leaking batteries may 
make popping sounds. 

To avoid battery leakage: 

¢ Do not mix used and new batteries (replace all batteries at the same time). 

¢ Do not mix alkaline and carbon zinc batteries. 

¢* Do not mix different brands of batteries. 

¢ Do not use nickel cadmium batteries. 

* Do not leave used batteries in the Game Boy. When the batteries are losing their charge, the power light may 
become dim, the game sounds may become weak, or the display screen may be blank. When this happens, 
promptly replace all used batteries with new batteries. 

* Do not leave batteries in the Game Boy or accessory for long periods of non-use. 

* Do not leave the power switch on after the batteries have lost their charge. When you finish using the 
Game Boy, always slide the power switch OFF. 

* Do not recharge the batteries. 

* Do not put the batteries in backwards. Make sure that the positive (+) and negative (-) ends are facing in the 
correct directions. Insert the negative end first. When removing batteries, remove the positive end first. 

¢ Do not dispose of batteries in a fire. 
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STARTING THE GAME 


¢ Make sure the POWER switch is OFF 

e Insert the Kelly Slater’s Pro Surfer® Game Pak into the Game Boy® Advance slot as 
described in your Nintendo Game Boy® Advance instruction manual. 

e Turn the POWER switch on 


Note: The Kelly Slater's Pro Surfer® Game Pak is for Game Boy® Advance system only. 


GAME BOY’ ADVANCE CONTROLS 


R Button 
L Button Rotate Right/ 
Rotate Left/Slide/Floater Snaps/Stand Up 
Control Pad GAME BOY A Button 
Up—Speed Up Stand Up/Jump/ 
Left/Right—Turn Nintendo® Flip Tricks/ 
Down—Slow Down/Stall Speed Up 


START 


Start/Pause Game 


SELECT B Button 
Not Used Grab/Grab Tricks/Speed Up 


MAIN MENU 


¢ Press START to go to the Main Menu from the title 
screen. Choose which mode you would like to play 
by scrolling down using the 4. and on the 
Control Pad. 

Select Mode by using the A Button to choose 
either PRO or AMATEUR difficulty. Amateur mode 
makes trick linking easier. 

Select Championship and you'll compete against eight other surfers across twelve 
stages, surfing three heats in each stage. 

Select Challenge and participate in a set of challenges across the globe. 

Select Tutorial and learn how to pull off tricks. 

Select High Scores to view the current high scores. 

Select Drop In for instant action. Pick a surfer, pick a beach, pick a board, and then ride! 
Select Multiplayer to go Head to Head against a friend and fight for points awarded by 
the judges or play KOOK and try to humiliate your opponent! (Multiplayer requires two 
Game Paks and a Game Boy” Advance Game Link” Cable). 

Select Extras for game options and credits. 


1. Erase Progress to erase your progress. (Warning: Once you erase your progress, 
you can’t get it back.) 

. Clip Book to view movie clips. 

. Speech to turn speech off. Use the A Button to turn On or Off. 

. Music to turn music off. Use the A Button to turn On or Off. 

. Sound FX to turn Sound FX off. Use the A Button to turn On or Off. 

. Back to return to the Main Menu with the A Button. 
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SURF MODES 


Championship 

In Championship you play one of the world’s best 
surfers. Compete against eight other surfers across 
twelve stages, surfing three heats in each stage. Each 
heat is composed of one two-minute wave, which is scored on a number of 

factors (variety, tubes, ride length, etc). Scores are tallied on the leader board 

at the end of each heat. The top three.surfers at the end of each stage are awarded 
“Championship Points.” 


Challenge 
Pick a surfer and participate in a series of challenges across the globe. Challenges are 
split into three areas: trick challenges, points challenges and special challenges. 


Tutorial 
Just starting? The Tutorial will guide-you through the controls and the tricks, teaching you 
the difference between the lip and the tube. 


Drop In 
Instant action. Pick a surfer, a beach, a board, and then ride! This mode is purely for 
practicing your skills and learning high scoring combos. 


Multiplayer 

To play a two-player link game of Kelly Slater's Pro Surfer®, you’ll’need two Game Boy” 
Advance systems, two copies of the Kelly Slater’s Pro Surfer® Game Pak, and a Game 
Boy” Advance Game Link” Cable. 


Select Multiplayer to play against your friends using two Game Boy® Advance systems. 


After both:people select Multiplayer, Player 1 will choose the game mode. Both players 
can then select their riders and Player 1 will choose the level. 


Please see How to Connect Game Boy® Advance Game Link® Cables on page 32 for 
proper connection instructions. 
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Select Surfer A ath 
Each surfer has his/her own strengths. ve BE) | Wt, 

’ hu : 4] ' iH 
Choose the surfer you want by pressing the Control i ' Kelly Slater hap 
Pad € and =. You can also read each surfer’s stats 
with the Control Pad 48 and . Press the A Button to confirm your choice: 


Balance: How easily a surfer can land and balance on the wave. 
Speed: How fast a surfer can go. 

Turning: How easily a surfer can turn. 

Air: How high a surfer can go. 


Select a Beach 
After you have selected your surfer you’ll go to the 


Select a Beach menu. Use the Control Pad € and > 
and the A Button to choose a beach available to you. 


Some.beaches will be locked so you will have to 
complete objectives in order to unlock them. Waimea Bay 


PAUSE MENU 


¢ Press START while playing to pause the game, this 
brings up the Pause Menu. 

e Select Continue to carry on with your run. 

¢ Select Restart to restart a beach. 

¢ Select End Run to finish the current run and start 
a new one. 

¢ Select Quit to end your game. 


IN-GAME DISPLAY 


Score: The score earned so far in the run. faster by pulling off better tricks. When the 
Timer: The time left before the run ends. bar turns yellow, you can pull special tricks. 
Shinbo: Shows the current combo. The bar will eventually empty over time and 


‘ : empty completely if you crash or bail. 
Message Line: Displays the trick combo Wave Indicator: This 6 the directi 
names as they are pulled off as well as AVG INDICE: SS ee ee 


other bits of information. Oe wee neeeene 
Special Meter: Fill your Special Meter by Game Mode/Difficulty Text: Shows current 


rT ' Difficulty Setting and Game Mode. Set 
ks. Yi 
safely landing tricks. You can fill up the bar difficulty from the Main Menu. 


Special Meter 
Timer : 


Wave Indicator 


Message Line Game Mode/Difficulty 


BASIC CONTROLS 


¢ Catching the Wave — Press the A Button to stand up. 
This will make your surfer stand up on their board 
and perform a Takeoff. You now are ready to surf. 

¢ Basic Movement on Face of Wave — Use the 
Control Pad to navigate your surfer on the face of 
the wave. 

¢ Speed Up — By holding down the A Button, your 
surfer will gain speed while on the face of the wave. 

¢ Jumping — Pressing and releasing the A Button will make your surfer jump. You may also 
hold down the A Button to gain speed and release it when you're ready to jump higher. 

¢ While in Air — Use the Control Pad € and => to rotate your surfer in the air. You can also 
use the L Button or the R Button to rotate. 

¢ Quick Turns — To quickly turn your surfer while on the face of the wave, hold down the B 
Button. This will allow you to perform sharp quick turns on the face of the wave. 

¢ Fakie — Surfing Fakie means to ride with the board facing backwards. This can be done 
by jumping and rotating 180 degrees in the air. 


ey 
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TRICK CONTROLS 


Performing Tricks 
There are four places on the wave to perform tricks: 


Face — The face of the wave is the wave 
itself—the area where you normally surf. This 
area begins in the flat portion of the water 
where it begins to lift up to the lip where it begins to cave over. This will be where 
you perform all your snaps and carves. 

Barrel/Tube — The barrel is the portion of the wave at the rear where it starts to 
cave over onto itself. This portion makes a sort of tunnel formation known also as 
the tube. That’s where “shooting the tube” comes from. 

Lip — The lip of the wave is the very top portion of the wave. This is the part of the 
wave that will soon become the barrel as it begins to cave over. 

Above the Wave -— This is the air above the wave. You will perform all your aerial 
tricks here. Be careful when landing to avoid a wipeout. 


Face Tricks 

e Carves — To perform a carve press the Control Pad 
€ or > while surfing the face of the wave. 
Depending on where you are on the wave, you can 
get different types of carves. 

¢ Snaps — To perform.a Snap Turn, press the Control 
Pad € or > plus the R Button. 

e Slides — To do a Slide, press the Control Pad € or 
=> plus the L Button. 

¢ Chop Hop - Performing a Chop Hop is as easy as jumping. Press and release the A 
Button then hold the Control Pad €& or >. 


Air Tricks 

¢ Rotations — Use the Control Pad € or > or the L or R Buttons to rotate your surfer in 
the air. 

¢ Aerial Flip Tricks — To perform an air trick, just jump up off the wave and press any of 
the following directions on the Control Pad: 44, ¥, > or € with the A Button. This will 

make your surfer perform a quick air trick. (Example: € + A Button for Monkey Man) 


¢ Aerial Grab Tricks — Aerial grabs are similar to air tricks. Just jump into the air and 
press any direction on the Control Pad and the B Button. (Example: € + B Button for 
Indy Grab) 

e Floaters — Face your board up towards the top of the wave and while at the top of the 
wave, near the break/lip, you can perform a Floater by holding the L Button. This will 
allow you to slide on the break of the wave. 

e Barrel Surfing — To shoot the tube is as easy as riding into it. All you have to do is surf 
into the portion of the wave where the water crests over, creating a tunnel. Be careful, 
shoot too far into the tube and you will wipe out. 


SCORING 


Trick scores depend on the difficulty of the trick, 
and also how often you have performed that trick 
on the current wave. If you keep performing the 
same trick, each time it will earn less points. (This 
does not apply to takeoffs or simple turns). 


CE! je Bt 
1 Bell's Beachy) 


After you complete each trick, there is a limited window of opportunity to link it to another 
trick to perform a combo. Combos increase your Special Meter, and-keeping your Special 
Meter high enables you to perform more spectacular tricks and gain much higher scores. 
If your Special Meter is yellow, all tricks score double—‘f it’s red, they score triple! The 
additional points are based on the size of the current combo and the score of each trick 
but are weighted less for high-scoring tricks. 


The amount of time you get to link the next trick decreases as the combo gets longer. In 
Professional Mode, the time limits are shorter than in Amateur Mode. 


Tricks are classified by the region on which they are performed. 

Takeoff - Getting onto your board. 

Face - Snaps, slides and turns that take place on the face of the wave. 

Tube - Tricks that take place inside the tube, and just riding inside the barrel. 
Floater - Sliding along the lip of the wave. 

Air - Rotations, grabs, flips and other aerial moves. 


On some waves; tricks from some regions are favored over tricks from other regions. For 
example on. Pipeline, tube tricks are awarded more points than usual. 


Combos can be made by tricks within the same region at any time, but in Professional 
Mode your Special Meter must be in the yellow or red zone in order to link tricks from 
different regions. In Amateur mode you can link between different regions at any time. 


When you land an aerial, this counts as changing your region, so in order to link tricks 
you perform on separate jumps in Professional Mode, you must be able to link 
between regions (i.e. have a high Special Meter). Therefore, it’s a good idea to perform 
a series of face or barrel tricks to get your Special Meter high before launching into an 
aerial spectacular. 


Breaking up a series of aerial tricks with a wave face trick allows you to perform 
longer combos. Performing several aerial tricks in the same jump allows you to perform 
longer combos. 


If you fail to land a trick, or perform a sloppy landing, the combo will end and any tricks 
accumulated will be added to your score. (For example if you don’t release a grab before 
landing, this will count as a failed trick in Amateur Mode—in Professional Mode you'll 
wipe out!). 


Championship 
Championship points are based on the score you amass in each wave region. If you 
perform tricks in a variety of regions (for example air and tube), then you'll get more 
championship points for the same raw score obtained exclusively through aerial tricks. 
You. are penalized 0.1 point every time you wipeout. You are penalized up to 3.0 points 
for retiring early. 
Special Meter — The Special Meter is located at the top of the screen. When full, 
it'll turn green, then yellow and finally red. 

Green — When the Special Meter is green, you will only be allowed to do 

basic tricks. 

Yellow — When the Special Meter is yellow, you will be able to perform all 

basic tricks as well as special tricks. 

Red — When the Special Meter is red, you will be able to perform all tricks and 

link them together for big scores. 
Combos — A combo is a group of moves “linked” together to form one large trick. In 
order to link moves you will first need to get your Special Meter red in order to be able 
to link them. With the Special Meter red, every move you perform will be linked 


together with the next one. Look at the bottom of the screen at your combo string to see 
this. (example: Kickflip + Snap + Chop Hop) 


Hint: Keep performing tricks to keep the Special Meter in the red. Once it has dropped you 
will not be able to link tricks. 


Combo String — The Combo String is the trick text at the bottom of the screen listing very 
trick you have done for that combo 


Multiplier — The Multiplier is based on the color of your Special Meter. 
Special Meter Color Multiplier 


Green x1 
Yellow x2 
Red x3 


Base Score — Your Base Score is below your Multiplier. This is the score you have been 
receiving for the trick you performed. Base Score, when in a combo, will be multiplied by 
the Multiplier to give you one large total score. (Base Score x Multiplier = Total Score.) 


Hint: Keep doing tricks to get your Multiplier up. Remember also that multiplying a 
small base score will give you a small Total Score. 


TRICKS 


Flip Moves Name Grab Moves Name » 
AM +AButton ___ Not Used 4 +B Button _ Nose Grab __ 

®+AButton 360 Shove lt —__®& +B Button Rocket Grab 

€ +A Button Monkey Man € +.B Button Indy Grab / 
i@ + A Button Kick Flip i¢ + B Button Melon Grab 

Y+AButton —_ Not Used V+BButton _Tail Grab aE 

+A Button Heelflip +B Button Mute Grab _ | 
> +AButton _ Roast Beef > + B Button Method Grab _ 

A + A Button Judo Air A + B Button Stalefish 


Special Aerials Name 

AN + AButton Alley Oop _ 
Wa +AButton Rodeo Clown 
AA +AButton Front Flip 


Special Grabs 
> <€ +.B Button 


Name 


Super Man 


€=s> +B Button 


Nuclear 


YY +AButton Back Flip 


€©€+A Button Left Flip 
>> +AButton Right Flip 
>€ +AButton Left Rollo 
€> +AButton Right Rollo 


900° Only When Special is Up 
1080° Only When Special is Up 


Special Snaps 

€ € + R Button 
>> +R Button 
Vv + R Button 


(Landing Fakie) 


Name st 


Slate Snap 
Slate Snap) 
Slates Layback Snap 


Special Barrels 
>€-+BButton _ElRollo ~ 


€©> +B Button Barrel Rolls 


@®¥ +B Button 360° Barrel Carve _ 


YY +B Button Coffin 


Special Barrels Name 


Vw + R Button Slates Layback Snap 


B+ € +R Button Rail Snap 
or B + > +R Button 


€+Lor>+LButton Tail Slide 


€+Ror>+RButton Snap 


€ or > +RButton Weak Snap 


€ +Ror > +R Button Power Snap . 


VaR Button 


© € +R Button Slates Snap 
(or > > + R Button) 


€+B+LButtons RailSlide 
or » + B +L Buttons 


Layback snap Cr 


€+B+LButtons Power Slide 
or > + B + L Buttons 


€+Lor>+L Button Tail Slide to Reverse 
(Backward) 


(Backward) Y + L Button Layback Tail Slide 
© +Ror>+R Button Barrel Snap 
—€+Lor>+LButton Barrel Slide 
& +B Button —__—~Pig Dog 


Special Barrels 


L Button Floater >> +AButton  RightFlip 
# +L Button Noseslide Floater | | <> +A Button * Right Rollo 
€+Lor>+L Button Board Slide ” +> +AButton — Judo Air " 

L Button ~Fakie Floater ec +R or 4 R Button Snap. 
ser cable €or>+R Button Weak Snap 
Release L Button Floater to Tail Drop ~ a p S ‘x 
(Backward) E+ Rory +R Button POWER Tes 

Lae B+€+RButtons Rail Snap 
AY +AButton Alley Oop | orB + > +R Button 
Ya +A Button Rodeo Clown Y+RButton —_Layback ‘Snap. 
(Misty flip) = a 
€€ +R Button Slates Snap 

an + A Button / Front Flip (or > + R Button) 
ad AButton Back Flip VU ERI Button Slates Layback Snap 
€< + A Button Left Flip es me) = 
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Kelly Sla ter ‘ ‘ a 
Age: 30 a ed 
Hometown: Cocoa Beach, FL 

Years Pro: 11 

Sponsors: Quiksilver, Al Merrick, K-Grip 
Never has anyone dominated surfing like Kelly Slater. The six-time World Champion is 
the hero of surfers worldwide. Even from his early teens, Slater was a natural 
competitor, claiming six Eastern Surfing Association and four National titles before 
heading into the big leagues. At the age of twenty, in his first full year on the tour, Kelly 
became the youngest surfer ever to win the world title, backing up the hype that had 
been growing around him. His contest record is unrivaled, but it was his incredible 
freesurfing, as seen in vids like Quiksilver's Kelly Slater in Black and White, Surfers of 
Fortune and Taylor Steele's Momentum series, that changed the way an entire 
generation of kids surfed and looked at surfing. Kelly drew sharp, radical lines and he 
did it with power and style. For the last decade, the rest of the competitive surfing world 
has been playing catch up. After taking a few years off the pro circuit, Kelly is back on 
tour and on a quest to break new world records. 


Lisa Andersen Cash Surge. 


i J 
: March 1969 i 
, Age: 33 vn: / Ormond ee 4 


Hometown: Ormond Beach, FL 5 ar aiaivuecie Champysn 
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lisa Andersen i 


Sponsors: Roxy, Reef, Al Merrick 


“I'm going to become world champion.” That’s what it 
said in the note 16 year-old Lisa wrote her parents 
when she left home in Ormond Beach, Florida to move to Huntington Beach, California. 
She'd only been surfing for three years and had no idea such a thing existed, but Lisa 
would live up to her words. The gifted regular-foot rapidly gained exposure and experience 
racking up over 30 National Scholastic Surfing Association trophies in less than a year and 
winning the US National Championships at Sebastian Inlet in 1987. From there, she just 
kept climbing. Four World Titles later, Lisa is still widely considered the most raw-talented 
female surfer on the planet. Along the way, Lisa became sponsored by Roxy, Quiksilver’s 
women’s division. Through this relationship, the world saw a whole new face of women’s 
surfing. With her natural beauty and aggressive surfing, Lisa became the icon of a new 
generation of women’s surfing and to this day is one of the most feared competitors on 
the women’s circuit. 


Tom Curren 

Age: 38 

Hometown: Santa Barbara, CA 

Years Pro: 16 

Sponsors: The Realm, Mormaii, Island Style 


In the “70s and early ‘80s, the Australians owned the world of surfing. 
But in 1982, a quiet, eighteen-year-old kid from California changed 
all that with a standout victory down under in Duranbah, Australia. It didn’t take long before Tom Curren was 
the most popular surfer on the planet, a position he’d hold for two decades. A two-time West Coast, United 
States, and World Amateur Champion, Curren fast-tracked his way into the big leagues with brilliant, unique 
surfing. In 1985-1986, he won back-to-back World Titles, and gained global respect as a surfer whose 
talent and wave-mastery went well beyond his years. It was in part thanks to his father, legendary big-wave 
surfer Pat Curren, who had Tom navigating the Santa Barbara pointbreaks almost as soon as he could walk. 
By the late ‘80s, Curren lost interest in competition and took off on a surf quest entitled “The Search.” In 
1990, he returned to competition and shocked the surfing world by winning his third World Title. Through 
the ‘90s, Tom remained the most low-profile top surfer in the world, with insane photos from remote mysto 
breaks trickling in every now and then. He currently holds the records for most career tournament victories 
(33), most victories in one season (7), and most consecutive years with at least one ASP victory (10). 


Tom Carroll 

Age: 40 

Hometown: Newport, NSW Australia 
Years Pro: 20 

Sponsors: Quiksilver, Byrne 


Sydney, Australia’s Tom Carroll has been a giant 
contributor to all that is professional surfing. He 
jumped on tour in 1979, an aggro, nuggety goofy-foot with a penchant for deep tube 
riding and hard, full rail slashes. He won back-to-back World Titles in ‘83 and ‘84, both 
under the influence of brutal training regimens. In ‘85 he took a political stance and 
boycotted the WCT contest in South Africa, in effect sacrificing the opportunity to win a 
third consecutive title. In ‘88 he signed surfing’s first million dollar contract and proceeded 
to take the sport to places it had never been before, for example, a wave pool event in 
Pennsylvania that he won. The tail end of Tom’s career was highlighted by bar-raising 
performances at Pipeline, Hawaii (he won in ‘91). Today, Tom’s a husband, a father of two, 
and as hardcore a surfer you'll find anywhere, spending a good part of his year exploring 
uncharted wave destinations and pulling into the biggest barrels he can find. 


Kalani Robb 

Age: 24 

Hometown: North Shore, Hawaii 

Years Pro: 7 

Sponsors: Fox, Airtight, Gravis, Local Motion, Oakley 


Spawned from the fertile waters of Oahu, Hawaii’s North 
Shore, Kalani Robb is a fiery, energetic, lightning-quick 
goofy-foot capable of winning any event he enters. His best year to date was ‘96 where he 
finished seventh in the world and his maiden World Championship Tour victory came just this 
last season in Rio de Janeiro, a win which had most Kalani-initiates saying, “It’s about time!” 
Kalani comes from a highly supportive family; his mother and father stood by him the entire 
time as he rose up the amateur ranks. He turned pro in ‘93 and has a reputation that tends to 
exceed his contest results. The reason for this? Kalani’s style is wildly expressive. He tends to 
be a gambler when it comes to contests, someone who's willing to risk going for the big 10- 
point moves that either bring the beach to its feet or leave Kalani in the lurch. Known amongst 
his friends as a witty, one-liner kind of funnyman, Kalani’s brightest day has yet to come. 


Rob Machado 


Age: 28 : mae Samm 
Hometown: Encinitas, CA Achiever champ: 

Years Pro: 9 Pia ellie 
Sponsors: Reef, Al Merrick, Dragon, Spoon, Gotcha, | ERRRRISMInGAINE) fb)? ‘ah 
On A Mission pRobMachado, | /ALig S 


The smooth, flowing, seemingly effortless style of Rob 

“Mob” Machado is mirrored in his quiet, Zen-like approach to life. The masterful 28 year- 
old goofy-foot, raised in Southern California, has been a permanent fixture in the World 
Championship Tour’s (WCT) top ranks for eight years now. He’s finished in the top 16 
every one of those years, however, the year 2000 is when Rob completely lit up the tour. 
Whether he was getting spit out of gaping Tahitian tubes or ripping apart the French 
sandbars on the European leg, Rob was the man to beat in 2000. He finished the year 
with a remarkable 3 WCT victories, the last of which was in the most prestigious of all surf 
contests, Hawaii’s Pipe Masters. After finishing number three in the world this year, it 
seems Rob isn’t going anywhere until he gets a World Title under his belt. 
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Bruce Irons is probably the most naturally talented surfer — {5 p Brucelrons 


since Kelly Slater. The Kauai wonderkid blew everyone’s 

minds in ‘99 with his incredible backside tube riding in the Pipe Masters event held in Hawaii. 
But even before that, he’d been a standout in photos from Indonesia boat trips with the most 
progressive surfers in the world. Brucey surfs with a rare mix of raw new-school talent 
combined with old-school rail power. He’s one of the few guys who can sit in a macking pipe 
barrel on his backhand just as easy as launching six-feet out and landing a frontside 360 air. 
Bruce, like his brother Andy, has taken a much more radical, progressive approach to any 
wave he surfs, and kids worldwide are following his lead. Last year he had a string of contest 
victories in Hawaii, showing that he was capable of much more than just spectacular 
freesurfing. But whether or not Bruce attempts to take his act to the full-time competitive 
battleground is beside the point, he’s already one of the best by any standard. 


Nathan Fletcher 
Age: 27 

Hometown: San Clemente, CA 
Years Pro: 8 

Sponsors: Quiksilver, Vans, Cole, Oakley h 


When your dad’s the legendary Herbie Fletcher and h Nathanfletcher r | He 
your brother Christian is the pioneer of aerial surfing, 

there’s an enormous shadow to get lost in. Yet for Nathan Fletcher, it was never a 
problem. A well-known local San Clemente, California surfer, Nathan burst onto the big 
stage in 1999 when the photos from a trip he took to Tahiti surfaced in the magazines. 
From there, things went upward, literally. Nathan quickly showed himself to be every bit 
the aerialist his brother Christian was while pushing his own limits to formulate new tricks 
for future riders. Soon, he was sticking ollie 540s and some of the most massive backside 
airs ever seen. While many freesurfers don’t get a lot of notoriety, the quiet, introspective 
goofy-foot has a punk-hero following worldwide. Recently added to the Quiksilver team, 
we'll be seeing a lot more of Nathan in the coming years. 
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Southern Californian Donavon Frankenreiter is a surfer 
whose ability is not reflected in his contest results. 
Why? He doesn’t compete. Dono’s what you call a “free surfer,” a surfer who’s paid to ride 
waves but not required to enter competitions. Instead, Dono chooses to explore old, 
vintage surfboards; riding everything from old ‘70s pintails, mid-‘80s twin fins, and mid- 
‘80s fishes all in the course of a day. Dono spawned from that hotbed of talent known as 
the San Clemente Mafia and immediately took his show on the road, travelling to remote 
corners of the globe such as Norway and Ireland. He’s more a journeyman than a surfer, 
taking in the entire experience of travel and not just the waves. He-also plays in a rock n 
roll band called Sunchild, which he’s managed to fuse with his surfing career. The beach 
by day, the stage by night; Donavon is often dubbed “The Renaissance Man.” 


SURF LOCATIONS 
Bell’s Beach 

Trestles 

Curren’s Point 
Sebastian Inlet 
Mundaka 

Jeffrey's Bay 


G-Land 
Pipeline 
Mavericks 
Waimea Bay 
Teahupoo 


Jaws 


HOW TO CONNECT GAME BOY® ADVANCE 
GAME LINK® CABLES 


What You Will Need 


© Two Game Boy” Advance systems (one for each player) 
¢ Two Kelly Slater's Pro Surfer® Game Paks (one for each player) 
¢ One Game Boy® Advance Game Link® Cable 


Connecting the Cables 


1. Check that the POWER switch on each Game Boy® Advance system is set to 
the OFF position. Insert a Game Pak into each Game Boy” Advance system. 


2. Plug the Game Link® Cables into the External Extension Connector of the 
Game Boy” Advance systems. 


3. Turn the POWER switch on both systems to the ON position. 


4. Player 1 selects the multiplayer mode using the Control Pad. 
5. Player 1 press the A Button to confirm the desired mode of gameplay. 


6. Player 1 press Start to begin the multiplayer game. 
Note: Please refer to the diagram for correct linking configuration. 


Proper Connections Scheme 


2-PLAYER GAME 


CREDITS 


Activision 02” 


V.P., North American Studio 
David Stohl 


Executive Producer 


Mike Ward 


Senior Producer 
Brian “DJ Elixir” Bright 


Producer 
Eric “DJ E.K.G.” Koch 


Associate Producer 
Chris “DJ Helix” Galvin 


Production Coordinator 
Jairo “DJ Prophet” Silva 


Marketing 


Exec VP, Publishing & Brand Mgmt. 


Kathy Vrabeck 


VP of Global Brand Mgmt. 
Will Kassoy 


Director of Global Brand Mgmt. 
David Pokress 


Brand Manager 
Jeffrey Kaltreider 


Associate Brand Manager 
Deanna Natzke 


Publicist 
Ryh-Ming C. Poon 


Marketing Special Thanks 
Rachel Silverstein, Paula Cuneo, Bryan Taylor 


Creative Services 


V.P., Creative Services 
Denise Walsh 


Mgr., Creative Services 
Jill Barry 


Packaging Design 
Image Werks 


Manual Design & Layout 
Ignited Minds, LLC 


Quality Assurance 


Project Lead 
Jason "Dark Fox" Potter 


QA Console Manager 
Joe Favazza 


Floor Lead 
Geoff “Grim” Olsen 


Testers 
James Lara, Kim Marlis, Patrick Keenan, 
Drew Brouard, Jonas Anderson, Matt McPherson 


V.0. Audio Recording 
Keith Arem @ PCB Productions 


V.0. Actors 
Donavon Frankenreiter, Kelly Slater 


Customer Support 


Customer Support Manager 
Bob McPherson 


Customer Support Escalation and Information Lead 
Rob Lim 


Customer Support Phone Lead 
Gary Bolduc 


Customer Support E-Mail Lead 
Mike Hill 


Special Thanks 
Nick Favazza, Mystee D. Yiffer, Jim Summers, 
Jason Wong, Tim Vanlaw, Nadine Theuzillot, 
Sam Nouriani, Jeremy Gage, Indra Gunawan, 
Marco Scataglini, Todd Komesu, Willie Bolton, 
Chad Siedhoff, Jennifer Vitiello 


HotGen 
Director Of Development 
Fish 
Producer 
James Stewart 


Programming 
Carl Muller, Kriss Daniels, Simon Whittaker 
Technology 

Nick Pelling 
Artwork 

Adam Tween 
Design 

Will Doyle, Dave Barley 
Music and SFX 
Console Audio 


QA Manager 
Stuart Ryall 


QA 
Craig Barnfield, Steve Ewing 
Special Thanks 
Matt Bond, Joe Milner-Moore 


4X Movie h 
Video powered by 4X Movie 
www.4xtechnologies.com 


CHECK OUT MY OFFICIAL WEB SITE 


KELLYSLATER.TV 


CUSTOMER SUPPORT 


Note: Please do not contact Customer Support for hints/codes/cheats; only 
technical issues. 


Internet: http://www.activision.com/support 
Our support section of the web has the most up-to-date information available. We update 
the support pages daily so please check here first for solutions. 


E-Mail: support@activision.com 

A response may take anywhere from 24-72 hours depending on the volume of messages 
we receive and the nature of your problem. 

Note: Internet/e-mail support is handled in English only. 


Phone: (310) 255-2050 

You can call our 24-hour voice-mail system for answers to our most frequently asked 
questions at the above number. Contact a Customer Support representative at the same 
number between the hours of 9:00 am and 5:00 pm (Pacific Time), Monday through 
Friday, except holidays. 


Please do not send any game returns directly to Activision without first contacting 
Customer Support. It is our policy that game returns/refunds must be dealt with by the 
retailer or online site where you purchased the product. Please see the Limited Warranty 
contained within our Software License Agreement for warranty replacements. 


Software License Agreement 


IMPORTANT - READ CAREFULLY: USE OF THIS PROGRAM IS SUBJECT TO THE SOFTWARE LICENSE TERMS SET FORTH BELOW. 
“PROGRAM” INCLUDES THE SOFTWARE INCLUDED WITH THIS AGREEMENT, THE ASSOCIATED MEDIA, ANY PRINTED MATERIALS, AND 
ANY ON-LINE OR ELECTRONIC DOCUMENTATION, AND ANY AND ALL COPIES AND DERIVATIVE WORKS OF SUCH SOFTWARE AND 
MATERIALS. BY OPENING THIS PACKAGE, AND/OR USING THE PROGRAM, YOU ACCEPT THE TERMS OF THIS LICENSE WITH ACTIVISION, 
INC. (“ACTIVISION”). 

LIMITED USE LICENSE. Activision grants you the non-exclusive, non-transferable, limited right and license to use one copy of this Program 

solely and exclusively for your personal use. All rights not specifically granted under this Agreement are reserved by Activision. This Program 

is licensed, not sold. Your license confers no title or ownership in this Program and should not be construed as a sale of any rights in this 

Program. 

OWNERSHIP. All title, ownership rights and intellectual property rights in and to this Program and any and all copies thereof (including but not 

limited to any titles, computer code, themes, objects, characters, character names, stories, dialog, catch phrases, locations, concepts, artwork, 

animation, sounds, musical compositions, audio-visual effects, methods of operation, moral rights, and any related documentation, 
incorporated into this Program) are owned by Activision or its licensors. This Program is protected by the copyright laws of the United States, 
international copyright treaties and conventions and other laws. This Program contains certain licensed materials and Activision's licensors 
may protect their rights in the event of any violation of this Agreement. 

YOU SHALL NOT: 

* Exploit this Program or any of its parts commercially, including but not limited to use at a cyber cafe, computer gaming center or any other 
location-based site. Activision may offer a separate Site License Agreement to permit you to make this Program available for commercial 
use; see the contact information below. 

* Remove, disable or circumvent any proprietary notices or labels contained on or within the Program. 

¢ Export or re-export this Program or any copy or adaptation in violation of any applicable laws or regulations. 

LIMITED WARRANTY. Activision warrants to the original consumer purchaser of this Program that the recording medium on which the 

Program is recorded will be free from defects in material and workmanship for 90 days from the date of purchase. If the recording medium is 

found defective within 90 days of original purchase, Activision agrees to replace, free of charge, any product discovered to be defective within 

such period upon its receipt of the Product, postage paid, with proof of the date of purchase, as long as the Program is still being 
manufactured by Activision. In the event that the Program is no longer available, Activision retains the right to substitute a similar program of 
equal or greater value. This warranty is limited to the recording medium containing the Program as originally provided by Activision and is not 
applicable to normal wear and tear. This warranty shall not be applicable and shall be void if the defect has arisen through abuse, 
mistreatment, or neglect. Any implied warranties prescribed by statute are expressly limited to the 90-day period described above. 

EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR 

IMPLIED, INCLUDING ANY WARRANTY OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE OR NON-INFRINGEMENT, AND NO 

OTHER REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL BE BINDING ON OR OBLIGATE ACTIVISION. 


When returning the Program for warranty replacement please send the original product cartridge only in protective packaging and include: 

(1) a photocopy of your dated sales receipt; (2) your name and return address typed or clearly printed; (3) a brief note describing the defect, the 
problem(s) you are encountering and the system on which you are running the Program; (4) if you are returning the Program after the 90-day 
warranty period, but within one year after the date of purchase, please include check or money order for $15 U.S. currency per cartridge replacement. 
Note: Certified mail recommended. 

In the U.S. send to: Warranty Replacements, Activision, Inc., P.O. Box 67713, Los Angeles, California 90067 

LIMITATION ON DAMAGES. IN NO EVENT WILL ACTIVISION BE LIABLE FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING 
FROM POSSESSION, USE OR MALFUNCTION OF THE PROGRAM, INCLUDING DAMAGES TO PROPERTY, LOSS OF GOODWILL, COMPUTER FAILURE 
OR MALFUNCTION AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR PERSONAL INJURIES, EVEN IF ACTIVISION HAS BEEN ADVISED OF 
THE POSSIBILITY OF SUCH DAMAGES. ACTIVISION'S LIABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAID FOR THE LICENSE TO USE THIS 
PROGRAM. SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS AND/OR THE EXCLUSION 
OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS AND/OR EXCLUSION OR LIMITATION OF LIABILITY 
MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS WHICH VARY FROM 
JURISDICTION TO JURISDICTION. 

TERMINATION. Without prejudice to any other rights of Activision, this Agreement will terminate automatically if you fail to comply with its terms and 
conditions. In such event, you must destroy all copies of this Program and all of its component parts. 

U.S. GOVERNMENT RESTRICTED RIGHTS. The Program and documentation have been developed entirely at private expense and are provided as 
“Commercial Computer Software” or “restricted computer software.” Use, duplication or disclosure by the U.S. Government or a U.S. Government 
subcontractor is subject to the restrictions set forth in subparagraph (c)(1)(ii) of the Rights in Technical Data and Computer Software clauses in 
DFARS 252.227-7013 or as set forth in subparagraph (c)(1) and (2) of the Commercial Computer Software Restricted Rights clauses at FAR 52.227- 
19, as applicable. The Contractor/Manufacturer is Activision, Inc., 3100 Ocean Park Boulevard, Santa Monica, California 90405. 

INJUNCTION. Because Activision would be irreparably damaged if the terms of this Agreement were not specifically enforced, you agree that 
Activision shall be entitled, without bond, other security or proof of damages, to appropriate equitable remedies with respect to breaches of this 
Agreement, in addition to such other remedies as Activision may otherwise have under applicable laws. 

INDEMNITY. You agree to indemnify, defend and hold Activision, its partners, affiliates, contractors, officers, directors, employees and agents 
harmless from all damages, losses and expenses arising directly or indirectly from your acts and omissions to act in using the Product pursuant to 
the terms of this Agreement 

MISCELLANEOUS. This Agreement represents the complete agreement concerning this license between the parties and supersedes all prior 
agreements and representations between them. It may be amended only by a writing executed by both parties. If any provision of this Agreement is 
held to be unenforceable for any reason, such provision shall be reformed only to the extent necessary to make it enforceable and the remaining 
provisions of this Agreement shall not be affected. This Agreement shall be construed under California law as such law is applied to agreements 
between California residents entered into and to be performed within California, except as governed by federal law and you consent to the exclusive 
jurisdiction of the state and federal courts in Los Angeles, California. If you have any questions concerning this license, you may contact Activision at 
3100 Ocean Park Boulevard, Santa Monica, California 90405, (310) 255-2000, Attn. Business and Legal Affairs, legal@activision.com. 
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